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WARNING: READ BEFORE USING YOUR PLAYSTATION®2 COMPUTER 

ENTERTAINMENT SYSTEM. 

Avery small percentage of individuals may experience epileptic seizures when exposed 
to certain light patterns or flashing lights. Exposure to certain patterns or backgrounds 

on a television screen or while playing video games, including games played on the 
PlayStation®2 console, may induce an epileptic seizure in these individuals. Certain 
conditions may induce previously undetected epileptic symptoms even in persons who 
have no history of prior seizures or epilepsy. If you, or anyone in your family, has an 
epileptic condition, consult your physician prior to playing. If you experience any of the 
following symptoms while playing a video game — dizziness, altered vision, eye or muscle 
twitches, loss of awareness, disorientation, any involuntary movement, or convulsions — 
IMMEDIATELY discontinue use and consult your physician before resuming play. 


WARNING TO OWNERS OF PROJECTION TELEVISIONS: 

Do not connect your PlayStation®2 console to a projection TV without first consulting 
the user manual for your projection TV, unless it is of the LCD type. Otherwise, it may 
permanently damage your TV screen. 


USE OF UNAUTHORIZED PRODUCT: 

The use of software or peripherals not authorized by Sony Computer Entertainment America 
may damage your console and/or invalidate your warranty. Only official or licensed 
peripherals should be used in the controller ports or memory card slots. 


HANDLING YOUR PLAYSTATION®2 FORMAT DISC: 

¢ — This disc is intended for use only with PlayStation®2 consoles 
with the NTSC U/C designation. 

¢ Do not bend it, crush it or submerge it in liquids. 

¢ Do not leave it in direct sunlight or near a radiator or other source of heat. 

¢ Be sure to take an occasional rest break during extended play. 

© Keep this compact disc clean. Always hold the disc by the edges and 
keep it in its protective case when not in use. Clean the disc with a lint- 
free, soft, dry cloth, wiping in straight lines from center to outer edge. 
Never use solvents or abrasive cleaners. 
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GETTING STARTED 


MEMORY CARD slot 2—_—— 
MEMORY CARD slot 1 


—disc tray 


USB connector 
$400 i.LINK connector —— 
controller port 1 
controller port 2 


Set up your PlayStation®2 computer entertainment system according to the 
instructions in its Instruction Manual. Make sure the MAIN POWER switch 


(located on the back of the console) is turned on. Press the RESET button. When 
the power indicator lights up, press the open button and the disc tray will open. 


Place the Minority Report™ disc on the disc tray with the label pointing up. 


Press the open button again and the disc tray will close. Attach game controllers 
and other peripherals, as appropriate. Follow on-screen instructions and refer to 


this manual for information on using the software. 


RESET button 


———— (OPEN) button 


STARTING UP 


R2 button 
R1 button 


L2 button 
L1 button 


directional ) 2 > (A ( A button 

ms x O button 
X button 
O button 
left analog stick 
(L3 button when pushed down) 
SELECT button 
ANALOG mode button 
START button 
right analog stick (R3 button when pushed down) 


To select menu options, use the directional buttons Up/Down to navigate the 


menu options. Highlight the desired option and press the X button to accept. 
To select a menu option, follow the on-screen button prompts and press the 


X button to accept and the A button to go back to navigate through the 

menu options. 

Minority Report™ supports the DUALSHOCK®2 analog controller. When the MODE 
INDICATOR is on, the left analog stick works the same as the directional buttons. 


WELCOME TO PRECRIME 


As John Anderton, you are the commissioner of Precrime. Dedicated to 
keeping the peace in Washington D.C., it is your job to protect those that can’t 
protect themselves. 


The following sections detail how to use weapons, execute combos, and perform 
grapple moves. 


WEAPON COMBAT 


Your weapons are not deadly. In this new age of peace, we must uphold the law 
as effectively as we can without resorting to killing a suspect. The procedure for 
using your weapon is as follows: 


The L1 button readies your current 
weapon. If there are no enemies 
in range, aim with the right analog 
stick while moving with the left 
analog stick. 


When you draw your weapon with 
enemies in range, the weapon auto- 
targets the nearest enemy. If there are 
multiple enemies in the area, push the 
right analog stick in the direction of 
any enemy to target them. If there is an enemy behind another enemy, press 
twice in their direction to target the furthest enemy. 


In either case, use the R1 button to fire. Press left and right on the directional 
buttons to cycle through available weapons. 


HAND-TO-HAND COMBAT 


In some cases, the situation escalates to close quarters battle. When that 
occurs, using hand-to-hand moves and combinations can really put the hurt 
on criminals. 


The most basic moves are your Quick 
Punch and your Strong Kick. The Quick 
is executed by pressing the X button. 
The Strong is executed by pressing the 
O button. A single tap on either button 
executes a single move. A double 

tap on either button executes two 
moves in succession: this is a combo. 
A third tap on either button executes a 
third and final move, that completes 
the combo. 


THIRD STRIKES 
The Third Button 


The third strike of the combo is the most important. It is the only strike of the combo 
that the Block button can be used in. As a multifunction button, the Block button will 
act as the Grab button as the third strike in a combo. If you input Quick, Quick, Quick, 
you would get a three punch combo. If you input Quick, Quick, Grab, you will get a 
combo that ends in a throw move. These moves are usually useful for clearing out a 
crowd of people, or throwing an enemy away from you to get some “personal space.” 


HOLDING THE STRIKE 

The third strike is also important because it is the only strike you can hold to produce 
more damage. Tap the third button for a quicker, normally powered strike. Hold the 
third button down to execute a slower but stronger strike. This is true of any button 
you press; the Strong, Quick, and Block buttons all perform different strikes when 
held. 


GRAPPLE COMBAT 


Stuns and grappling go hand in hand. Stun time is accumulated by striking the enemy. 
The first strike produces minimal stun time, the second gets average amount of stun, 
and the third strike either stuns for the longest period, or knocks the enemy 
down/away. 


GRAPPLE WITH STUN 

You can tell an enemy is stunned because 
of the little yellow stars buzzing around 
their head. When they are stunned, you can 
press the Block/Grab button when close to 
them and you will grab them and pull them 
towards you. At this point you are in the 
grapple position, you can press either 
attack button to punch or knee them for 
extra damage and stun. You may also throw 
them by pressing the desired direction on 
the left analog stick and tapping the Block 
button again. Finally, you can move with them while grappled, the left analog stick will 
move you both around as long as the enemy is stunned. Keep in mind that you don’t 
move nearly as fast while dragging a body around, so your movement is limited. If you 
simply wish to stop holding the enemy, pressing the Block button again will let go of 
the enemy. 


PICKING UP ENEMIES 

When an enemy is already on the ground, you can walk over them and press the block 
button to pick them up into your grapple position. If you haven’t knocked the enemy 
unconscious, they won’t stay in your grasp for long and will break out quickly unless 
you strike them to stun. If the enemy has been knocked out cold, they won’t mind you 
tossing them into things or punching them in the face. 


HEADS-UP DISPLAY 


Energy Bar — \ i Weapon Selector 
> pa 


Money Counter 


Active Reticule 
OBJECTIVE: Capture Andre Serena 


ENERGY BAR 
The green line at the top of the screen shows your current health. When the line 
is filled with red, your health has depleted. 


ARMOR 


Armor is shown as a blue line covering your current health. 


MONEY COUNTER 


The green numbers show how much cash you have to use in the Black Market. 


WEAPON SELECTOR 
Weapons in your inventory are displayed in the upper right hand corner with 
remaining ammunition. 


ACTIVE RETICULE 

In Melee mode, a red reticule is displayed on the ground below your current 
enemy. In Projectile mode, the reticule moves to target the upper body of the 
enemy; when this reticule is visible, you can cycle your enemies with the 
targeting stick. 


PAUSE MENU 


: GAME PAUSED 
Upon pausing the game you are > ieeruNstocae 
presented with a menu with the eh 
following options, in addition, your OBTIONS 


RESTART 


current objective is placed at the Quit 
bottom of the screen. 


Objective: Defeat Agent Mosely. 


@® Soloce @® Back 


RETURN TO GAME 
Selecting this option will allow you to continue the game from where 
you paused. 


BLACK MARKET 

In the Black Market, you are able to purchase various items and enhancements 
to benefit your abilities as a Precrime officer. You can use the Black Market at 
any time during the game to help you out, but watch your cash as you can 

run out quickly. Select the Black Market option and you are presented with 
four choices: 


© Combat Maneuvers: Purchase new moves to put those criminals in 
their place. 

¢ Permanent Upgrades: Upgrade your health and ammo to help you during 
those long fights. 

¢ Temporary Upgrades: Use these upgrades on the fly to get you out of 
sticky situations. 

¢ Weapons: Purchase a few select weapons that aren’t standard issue 
Precrime equipment. Selecting this option will allow you to enter the 
Black Market. 


COMBAT MANEUVERS 


Selecting this option will allow you to view your current combos. Combos you 
have not purchased yet are greyed out. 


OPTIONS 
This takes you to the Options Menu 
where you are presented with three 
different selections: @ CHEATS 
¢ Cheats: Enable or disable SN ote 
cheats to take effect on the 
current game. 
© Game Settings: Change your 
controller options, aspect ratio, 
etc from this menu. 
¢ Audio Settings: Change your volume 
control, subtitles, and sound channel 
from this menu. 


RESTART 


Selecting this option will allow you to restart the level. 


QUIT 


Selecting this option will quit the current level out to the Main Menu. 


OPTIONS 


AUDIO SETTINGS 


WEAPON DETAILS 
CONCUSSION RIFLE 


The concussion rifle fires a concentrated blast of air in 
a straight line toward the enemy. It is useful for 
subduing a suspect, and is best at longer distances. 


RIOT IMPACT SHOTGUN 

This breed of shotgun fires impact pellets that 

can render a human unconscious with one shot. 

It is a very useful weapon for crowd control, 

but is also effective against tougher single targets. 


HIGH-SPEED ENERGY BLASTER 
The laymen’s term for this weapon is a riot 
machinegun. As a matter of fact, that’s its common 
use. It fires neural shocks that disrupts the equilibrium 
of an attacker and causes them to jolt violently. 

It’s too weak for a single shot, so this weapon fires 

at full auto. 


PRECRIME UNITS 


Your partners in Precrime are a varied group of dedicated officers. Each one is 
trained and equipped to fill a role in the force. Below is a short list of some of 
your comrades. 


PC BRAWLER —- ARMBAND: BLUE 

The Brawler is just that, a brawler. Trained in hand to hand combat, these 
officers are usually on the front line of the force. They are the hardest working, 
and always get their hands dirty taking down perps. 


PC SICK-STICK — ARMBAND: GREEN 
This trooper is armed with a Sick Stick for use in advanced hostile situations. A 
poke with the stick is enough to cause violent involuntary vomiting. 


PC SHOOTERS - ARMBAND: RED 

This officer carries a smaller version of the Concussion Rifle in their normal 
everyday roles. They have been known to use the Riot Machinegun and the 
Shotgun in certain situations, but rarely are those extreme measures employed. 


PC SPYDERBOTS - ARMBAND: YELLOW 

The keeper of the Spyderbots is a unique officer. He is trained to avoid the fight 
and send in Spyderbots to either scout the area or attack a suspect. He rarely 
fails in his mission, as his Spyderbots are incredibly tenacious. Under special 
circumstances, this officer is allowed to attach small explosives to his 
Spyderbots; these are colored red and used to subdue fleeing suspects. 


ITEMS 


There are two items you need to keep your eyes open for: 


HEALTH 
These come in small and large, the larger one filling 
more of your health than the smaller one. 


MONEY 

These appear throughout the game, and are often 
dropped from your fallen foes. They come in Orange 
$25 amounts, Silver $50 amounts, and Gold $100 
amounts. This cash is used in the Black Market to buy 
new moves and weapons. 


SAVING/LOADING 
CREATING A PROFILE 


Select New Game from the Main Menu, select Play Game and then select your 
difficulty mode. You are now at the naming screen. Enter a name for your save 
profile, when you are done entering a name, select ENTER and follow the 
onscreen prompts to select a place to save your game. 

At the end of each level, you are given the option to save your game, if you 


choose to save, follow the onscreen prompts to save your progress. If you 
choose to continue, you must complete the next level before you can save again. 


LOADING 
YOUR GAME 


Select Load Game from the Main 
Menu and you will be brought to the 
Memory Card Slot Selection screen. 
Follow the onscreen prompts to select 
the game you want and load from its 
previous save position. 


LOAD GAME 


= IN 


MEMORY CARD slot 1 
~ 
“ts So ables7 803 KB: Ts 


OPTIONS 


OPTIONS 
CHANGE DIFFICULTY : 
: @) CHANGE DIFFIGULTY. 
This takes you to a menu GAME SETTINGS 
where you can select from RiiGcctinios: 


three difficulty settings. 


GAME SETTINGS 
Health Bars: Toggle the enemy health 
bars on and off. 


\ 
Nag kor CONFIG 


Vibration: Toggle the Controller vibration on and off. 
detpack Y-axis Invert: Toggle the Y-axis Invert for jetpack flight. 


Camera Invert: When turned on, the camera controls are inverted. This also 
applies to the X-axis on the stick as well. 


Weapon Toggle: Determines whether the Draw Weapon button is a toggle, or a 
hold button. 


Camera Angle: Sets the default camera angle for gameplay from low, medium, 
high, or very high. 


Aspect Ratio: Toggle between normal and widescreen aspect ratio. 


AUDIO SETTINGS 


SFX Volume: Adjust the volume for the Sound Effects by moving the slider 
left or right. 


Music Volume: Adjust the volume for the Music by moving the slider left or right. 


Voice Volume: Adjust the volume for the Voices by moving the slider left 
or right. 


Sound Channel: Select the audio mode from Mono, Stereo, and Surround Sound. 
Subtitles: Toggle the subtitles on and off. 


CONTROLLER CONFIG 
At this screen, you can cycle through the various control schemes and select the 
one that’s right for you. 


NOTES TO REMEMBER 
TO PERFORM A CROUCH SWEEP 


Press Crouch and press the Strong Attack button. 


TO GRAPPLE 

Press Block while close to a stunned enemy. Once you have the enemy 

in your grasp, throw them by pressing the left analog stick in the direction 
and press Block. 


TO PERFORM COMBOS 

Press the Quick button to perform a quick jab. The jab can be followed by 
another quick attack or a strong attack. This second attack can be followed 
by the Quick, Strong, or Defend buttons to finish the combo. Each third strike 
can be held for more damage and a bigger move by simply holding down the 
final button. 


WEAPON USAGE 

Press and hold the Draw Weapon button to arm yourself. Press the Fire button to 
fire a shot. The riot machinegun is the only gun that can be fired rapidly by 
holding the button down. 


SPIN KICK 

To perform a spin kick, press the Strong button and before the kick executes, 
move the left analog stick 360° clockwise or counter-clockwise. 

This move cannot be used in a normal combo, but can be followed up with a 
crouch sweep. 


Ad 
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computer code, themes, objects, characters, character names, stories, dialog, catch phrases, locations, concepts, artwork, animation, sounds, musical compositions, 
audio-visual effects, methods of operation, moral rights, and any related documentation, incorporated into this Program) are owned by Activision or its licensors. 
This Program is protected by the copyright laws of the United States, international copyright treaties and conventions and other laws. This Program contains certain 
licensed materials and Activision's licensors may protect their rights in the event of any violation of this Agreement. 


YOU SHALL NOT: 

* Exploit this Program or any of its parts commercially, including but not limited to use at a cyber cafe, computer gaming center or any other location-based site. 
Activision may offer a separate Site License Agreement to permit you to make this Program available for commercial use; see the contact information below. 

+ Sell, rent, lease, license, distribute or otherwise transfer this Program, or any copies of this Program, without the express prior written consent of Activision. 

* —— Reverse engineer, derive source code, modify, decompile, disassemble, or create derivative works of this Program, in whole or in part. 

* Remove, disable or circumvent any proprietary notices or labels contained on or within the Program. 

* Export or re-export this Program or any copy or adaptation in violation of any applicable laws or regulations. 

LIMITED WARRANTY. Activision warrants to the original consumer purchaser of this Program that the recording medium on which the Program is recorded will be 

free from defects in material and workmanship for 90 days from the date of purchase. If the recording medium is found Any implied warranties prescribed by statute 

are expressly limited to the 90-day period described above. 


EXCEPT AS SET FORTH ABOVE, THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES, WHETHER ORAL OR WRITTEN, EXPRESS OR IMPLIED, INCLUDING 
ANY WARRANTY OF MERCHANTABILITY, FITNESS FOR A PARTICULAR PURPOSE OR NON-INFRINGEMENT, AND NO OTHER REPRESENTATIONS OR CLAIMS 
OF ANY KIND SHALL BE BINDING ON OR OBLIGATE ACTIVISION. 


When returning the Program for warranty replacement please send the original product disks only in protective packaging and include: (1) a photocopy of your 
dated sales receipt; (2) your name and return address typed or clearly printed; (3) a brief note describing the defect, the problem(s) you are encountered and the 
system on which you are running the Program; (4) if you are returning the Program after the 90-day warranty period, but within one year after the date of purchase, 
please include check or money order for $20 U.S. currency per disc replacement. Note: Certified mail recommended. 


In the U.S. send to: Warranty Replacements, Activision, Inc., P.O. Box 67713, Los Angeles, California 90067 


LIMITATION ON DAMAGES. IN NO EVENT WILL ACTIVISION BE LIABLE FOR SPECIAL, INCIDENTAL OR CONSEQUENTIAL DAMAGES RESULTING FROM 
POSSESSION, USE OR MALFUNCTION OF THE PROGRAM, INCLUDING DAMAGES TO PROPERTY, LOSS OF GOODWILL, COMPUTER FAILURE OR 
MALFUNCTION AND, TO THE EXTENT PERMITTED BY LAW, DAMAGES FOR PERSONAL INJURIES, EVEN IF ACTIVISION HAS BEEN ADVISED OF THE 
POSSIBILITY OF SUCH DAMAGES. ACTIVISION’S LIABILITY SHALL NOT EXCEED THE ACTUAL PRICE PAID FOR THE LICENSE TO USE THIS PROGRAM. 

SOME STATES/COUNTRIES DO NOT ALLOW LIMITATIONS ON HOW LONG AN IMPLIED WARRANTY LASTS AND/OR THE EXCLUSION OR LIMITATION 

OF INCIDENTAL OR CONSEQUENTIAL DAMAGES, SO THE ABOVE LIMITATIONS AND/OR EXCLUSION OR LIMITATION OF LIABILITY MAY NOT APPLY 

TO YOU. THIS WARRANTY GIVES YOU SPECIFIC LEGAL RIGHTS, AND YOU MAY HAVE OTHER RIGHTS WHICH VARY FROM JURISDICTION TO JURISDICTION. 


TERMINATION. Without prejudice to any other rights of Activision, this Agreement will terminate automatically if you fail to comply with its terms and conditions, 
In such event, you must destroy all copies of this Program and all of its component parts. 


U.S. GOVERNMENT RESTRICTED RIGHTS. The Program and documentation have been developed entirely at private expense and are provided as ‘Commercial 
Computer Software’ or ‘restricted computer software.” Use, duplication or disclosure by the U.S. Government or a U.S. Government subcontractor is subject to 
the restrictions set forth in subparagraph (c)(1)(i) of the Rights in Technical Data and Computer Software clauses in DFARS 252.227-7013 or as set forth in 
subparagraph (c)(1) and (2) of the Commercial Computer Software Restricted Rights clauses at FAR 52.227-19, as applicable. The Contractor/ Manufacturer 

is Activision, Inc., 3100 Ocean Park Boulevard, Santa Monica, California 90405. 


INJUNCTION. Because Activision would be irreparably damaged if the terms of this Agreement were not specifically enforced, you agree that Activision shall be 
entitled, without bond, other security or proof of damages, to appropriate equitable remedies with respect to breaches of this Agreement, in addition to such 
other remedies as Activision may otherwise have under applicable laws. 


INDEMNITY. You agree to indemnify, defend and hold Activision, its partners, affiliates, contractors, officers, directors, employees and agents harmless from 
all damages, losses and expenses arising directly or indirectly from your acts and omissions to act in using the Product pursuant to the terms of this Agreement. 


MISCELLANEOUS. This Agreement represents the complete agreement concerning this license between the parties and supersedes all prior agreements and 
representations between them. It may be amended only by a writing executed by both parties. If any provision of this Agreement is held to be unenforceable 

for any reason, such provision shall be reformed only to the extent necessary to make it enforceable and the remaining provisions of this Agreement shall not 

be affected. This Agreement shall be construed under California law as such law is applied to agreements between California residents entered into and to be 
performed within California, except as governed by federal law and you consent to the exclusive jurisdiction of the state and federal courts in Los Angeles, California. 
Ifyou have any questions concerning this license, you may contact Activision at 3100 Ocean Park Boulevard, Santa Monica, California 90405, (310) 255-2000, 
Attn. Business and Legal Affairs, legal@activision.com. 


ACTIVISION. 


activision.com 


Activision, Inc. P.O. Box 67713, Los Angeles, CA 90067 


Minority Report TM & © 2002 Twentieth Century Fox Film Corporation and Dreamworks LLC. All rights reserved. Fox Interactive 
and its logos are trademarks of Twentieth Century Fox Film Corporation. Published and distributed by Activision Publishing, 
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